Flyby Attack Pegasus

This creature can make an attack before and after it moves while f lying.

Prerequisite: Fly speed.

Benefit: When f lying, the creature can take a move action and another standard action at any point during the move. The
creature cannot take a second move action during a round when it makes a flyby attack.

Normal: Without this feat, the creature takes a standard action either before or after its move.

Death Burst (Ex) Flayleaf Zombie
When a flayleaf zombie dies, it explodes in a burst of rotten flayleaf litter. All creatures adjacent to the flayleaf zombie are
exposed to flayleaf smoke.

Flayleaf Smoke (Ex) Flayleaf Zombie
Creatures caught in a cloud of bitter reddish flayleaf smoke must succeed at a DC 12 Fortitude save or take 1 point of
Wisdom damage and become fatigued for 1 hour. This is a poison effect.

Create Spawn (Su) Flayleaf Wight

Any humanoid creature that is slain by a wight becomes a wight itself in only 1d4 rounds. Spawn so created are less
powerful than typical wights, and suffer a —2 penalty on all d20 rolls and checks, as well as —2 hp per HD. Spawn are under the
command of the wight that created them and remain enslaved until its death, at which point they lose their spawn penalties and
become fullfledged and free-willed wights. They do not possess any of the abilities they had in life.

Resurrection Vulnerability (Su) Flayleaf Wight
A raise dead or similar spell cast on a wight destroys it (Will negates). Using the spell in this way does not require a
material component.

Death Burst (Ex) Flayleaf Wight
When a flayleaf wight dies, it explodes in a burst of rotten flayleaf litter. All creatures adjacent to the flayleaf wight are
exposed to flayleaf smoke as if caught in its breath weapon.

Flayleaf Smoke (Ex) Flayleaf Wight
Creatures caught in a cloud of bitter reddish flayleaf smoke must succeed at a DC 15 Fortitude save or take 1 point of
Wisdom damage and become fatigued for 1 hour. This is a poison effect.

Energy Drain (Su) Flayleaf Wight

This attack saps a living opponent’s vital energy and happens automatically when a melee or ranged attack hits. Each
successful energy drain bestows one or more negative levels (the creature’s description specifies how many). If an attack that
includes an energy drain scores a critical hit, it bestows twice the listed number of negative levels. Unless otherwise specified in the
creature’s description, a draining creature gains 5 temporary hit points for each negative level it bestows on an opponent. These
temporary hit points last for a maximum of 1 hour. Negative levels remain until 24 hours have passed or until they are removed with a
spell, such as restoration. If a negative level is not removed before 24 hours have passed, the affected creature must attempt a
Fortitude save (DC 10 + 1/2 draining creature’s racial HD + draining creature’s Cha modifier; the exact DC is given in the creature’s
descriptive text). On a success, the negative level goes away with no harm to the creature. On a failure, the negative level becomes
permanent. A separate saving throw is required for each negative level.

Quick Strikes (Ex) Relentless Hill Giant Zombie
Whenever a relentless hill giant zombie takes a full-attack action, it can make one additional slam attack at its highest
base attack bonus.

Acid (Ex) Deathtrap Ooze

A deathtrap ooze secretes acid that dissolves only flesh. Creatures made of materials other than flesh are immune to this
acid.
Trap Form (Su) Deathtrap Ooze

Taking 1 minute to do so, a deathtrap ooze can assume the form of any Medium or Large mechanical trap that has no
more than one moving part (excluding pits). The ooze can maintain this form indefinitely. The trap it can assume the form of must be
of a CR equal to or less than that of the deathtrap ooze itself—appropriate traps from pages 420-421 of the Core Rulebook include
the swinging axe trap (CR 1), the wall scythe trap (CR 4), and the falling block trap (CR 5). In trap form, the ooze uses its attack
bonus, but otherwise functions as the emulated trap and uses that trap’s statistics and damage. If a creature searching for traps
exceeds the DC to find the ooze’s trap form, a successful follow-up DC 19 Knowledge (dungeoneering) check allows the creature that
discovered the trap to discern its true nature. If the ooze takes any damage, it reverts to its normal form as a free action. Otherwise,
reverting to its normal form takes a swift action.

Grab (Ex) Deathtrrap Ooze

If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage
and attempts to start a grapple as a free action without provoking an attack of opportunity. The creature has the option to conduct the
grapple normally, or simply to use the part of its body it used in the grab to hold the opponent. If it chooses to do the latter, it takes a —
20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself. A successful hold
does not deal any extra damage unless the creature also has the constrict special attack. If the creature does not constrict, each
successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established
the hold. Otherwise, it deals constriction damage as well (the amount is given in the creature’s descriptive text).

Creatures with grab receive a +4 bonus on combat maneuver checks made to start and maintain a grapple.

Unless otherwise noted, grab works only against opponents no larger than the same size category as the creature. If the
creature can use grab on sizes other than the default, this is noted in the creature’s Special Attacks line.

Prayer Scroll (Su): Jiang-shi

The scroll attached to the brow of a jiang-shi grants immunity to any effects generated from spell-completion or spell-
trigger magic items, such as scrolls and wands. Such magical effects treat the jiang-shi as if it had unbeatable spell resistance.
A jiang-shi's prayer scroll can be removed with a successful steal combat maneuver (Advanced Player’s Guide 322), which
immediately ends the jiang-shi’s immunity to these effects. If a jiang-shi’s prayer scroll is destroyed (a standard action), the vampire
also loses its fast healing ability. A jiang-shi may create a replacement prayer scroll by using any strip of parchment and a writing
instrument, but doing so requires 10 minutes of uninterrupted work.

Weaknesses: Jiang-shi

Jiang-shis recoil from mirrors or the sound of handbells rung within 10 feet of them. Cooked rice, which to jiang-shis
mocks the fundamental fact that they no longer eat food, shames them into recoiling as well. These things don’t harm a jiang-shi
vampire—they merely keep it at bay for a period of time. A recoiling jiang-shi vampire must stay at least 5 feet away from the object of
its revulsion, and cannot touch or make melee attacks against a creature brandishing the object during that round. Holding a jiang-shi
vampire at bay takes a standard action. After being held at bay for 1 round, a jiang-shi vampire can attempt to overcome its revulsion
of the object and function normally each round it makes a DC 20 Will save at the start of its turn.

Brutal Claws (Ex): Jiang-shi

A jiang-shi’s nails are brutally sharp and can extend and retract at will. They threaten a critical hit on a roll of 19—-20 and
grant the grab ability. A jiang-shi with monk levels gains this enhanced critical threat range and grab ability with its unarmed attacks,
and uses its unarmed monk damage or its claw damage, whichever is higher, when making such attacks.



Destroying a Jiang-Shi: Jiang-shi

If reduced to 0 hit points, a jiang-shi vampire crumbles to dust but is not destroyed. It reforms in 1 minute with 1 hit point in
the same space, or the nearest unoccupied space. Scattering the dust before the jiang-shi reforms destroys it permanently, as does
mixing rice into the dust with a dose of holy water. Jiang-shi vampires are also susceptible to wooden weapons carved from peach
trees, as such weapons represent the unity of all elements and life to these creatures. A wooden weapon carved from a peach tree
automatically bypasses a jiang-shi vampire’s damage reduction. Additionally, any successful hit from such a weapon that reduces a
jiang-shi to O hit points immediately destroys the creature. Although they normally retreat from daylight, jiang-shi vampires are not
destroyed by sunlight like regular vampires and can move around during the day without harm.

Drain Chi (Su): (DC 16) Jiang-shi

Instead of draining blood, a jiang-shi vampire drains “chi,” or life energy, from a victim’s breath. When a jiang-shi makes a
successful grapple check (in addition to any other effects caused by a successful check, including additional damage), the jiang-shi
can attempt to drain chi by drinking the victim’s breath. The victim can resist this attack by making a successful Fortitude save. On a
failed save, the victim gains 1 negative level and is staggered for 1d4 rounds.

Flurry of Blows (Ex): Jiang-shi

Starting at 1st level, a monk can make a flurry of blows as a full-attack action. When doing so he may make one additional
attack using any combination of unarmed strikes or attacks with a special monk weapon (kama, nunchaku, quarterstaff, sai, shuriken,
and siangham) as if using the Two-Weapon Fighting feat (even if the monk does not meet the prerequisites for the feat). For the
purpose of these attacks, the monk’s base attack bonus from his monk class levels is equal to his monk level. For all other purposes,
such as qualifying for a feat or a prestige class, the monk uses his normal base attack bonus.

Ki Pool (Su): (6 pts, magic) Jiang-shi

At 4th level, a monk gains a pool of ki points, supernatural energy he can use to accomplish amazing feats. The number
of points in a monk’s ki pool is equal to 1/2 his monk level + his Wisdom modifier. As long as he has at least 1 point in his ki pool, he
can make a ki strike. At 4th level, ki strike allows his unarmed attacks to be treated as magic weapons for the purpose of overcoming
damage reduction. Ki strike improves with the character's monk level. At 10th level, his unarmed attacks are also treated as lawful
weapons for the purpose of overcoming damage reduction. At 16th level, his unarmed attacks are treated as adamantine weapons for
the purpose of overcoming damage reduction and bypassing hardness.

By spending 1 point from his ki pool, a monk can make one additional attack at his highest attack bonus when making a
flurry of blows attack. In addition, he can spend 1 point to increase his base speed by 20 feet for 1 round. Finally, a monk can spend 1
point from his ki pool to give himself a +4 dodge bonus to AC for 1 round. Each of these powers is activated as a swift action. A monk
gains additional powers that consume points from his ki pool as he gains levels.

The ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be consecutive.

Spring Attack (Combat) Jiang-shi

You can deftly move up to a foe, strike, and withdraw before he can react.

Benefit: As a full-round action, you can move up to your speed and make a single melee attack without provoking any
attacks of opportunity from the target of your attack. You can move both before and after the attack, but you must move at least 10
feet before the attack and the total distance that you move cannot be greater than your speed. You cannot use this ability to attack a
foe that is adjacent to you at the start of your turn.

Stunning Fist (Combat) (DC 16, 5/day) Jiang-shi

You know just where to strike to temporarily stun a foe.

Benefit: You must declare that you are using this feat before you make your attack roll (thus, a failed attack roll ruins the
attempt). Stunning Fist forces a foe damaged by your unarmed attack to make a Fortitude saving throw (DC 10 + 1/2 your character
level + your Wis modifier), in addition to dealing damage normally. A defender who fails this saving throw is stunned for 1 round (until
just before your next turn). A stunned character drops everything held, can’t take actions, loses any Dexterity bonus to AC, and takes
a -2 penalty to AC. You may attempt a stunning attack once per day for every four levels you have attained (but see Special), and no
more than once per round. Constructs, oozes, plants, undead, incorporeal creatures, and creatures immune to critical hits cannot be
stunned.

Special: A monk receives Stunning Fist as a bonus feat at 1st level, even if he does not meet the prerequisites. A monk
may attempt a stunning attack a number of times per day equal to his monk level, plus one more time per day for every four levels he
has in classes other than monk.

Grab (Ex) Jiang-shi

If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage
and attempts to start a grapple as a free action without provoking an attack of opportunity. The creature has the option to conduct the
grapple normally, or simply to use the part of its body it used in the grab to hold the opponent. If it chooses to do the latter, it takes a —
20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself. A successful hold
does not deal any extra damage unless the creature also has the constrict special attack. If the creature does not constrict, each
successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established
the hold. Otherwise, it deals constriction damage as well (the amount is given in the creature’s descriptive text).

Creatures with grab receive a +4 bonus on combat maneuver checks made to start and maintain a grapple.

Unless otherwise noted, grab works only against opponents no larger than the same size category as the creature. If the
creature can use grab on sizes other than the default, this is noted in the creature’s Special Attacks line.

Bull Rush (+15) (+20) Wrecking Ball

You can make a bull rush as a standard action or as part of a charge, in place of the melee attack. You can only bull rush
an opponent who is no more than one size category larger than you. A bull rush attempts to push an opponent straight back without
doing any harm. If you do not have the Improved Bull Rush feat, or a similar ability, initiating a bull rush provokes an attack of
opportunity from the target of your maneuver.

If your attack is successful, your target is pushed back 5 feet. For every 5 by which your attack exceeds your opponent’s
CMD you can push the target back an additional 5 feet. You can move with the target if you wish but you must have the available
movement to do so. If your attack fails, your movement ends in front of the target.

An enemy being moved by a bull rush does not provoke an attack of opportunity because of the movement unless you
possess the Greater Bull Rush feat. You cannot bull rush a creature into a square that is occupied by a solid object or obstacle. If
there is another creature in the way of your bull rush, you must immediately make a combat maneuver check to bull rush that
creature. You take a —4 penalty on this check for each creature being pushed beyond the first. If you are successful, you can continue
to push the creatures a distance equal to the lesser result. For example, if a fighter bull rushes a goblin for a total of 15 feet, but there
is another goblin 5 feet behind the first, he must make another combat maneuver check against the second goblin after having
pushed the first 5 feet. If his check reveals that he can push the second goblin a total of 20 feet, he can continue to push both goblins
another 10 feet (since the first goblin will have moved a total of 15 feet).

Entangled: Freeman Mercenaries (Low Only)

The character is ensnared. Being entangled impedes movement, but does not entirely prevent it unless the bonds are
anchored to an immobile object or tethered by an opposing force. An entangled creature moves at half speed, cannot run or charge,
and takes a —2 penalty on all attack rolls and a —4 penalty to Dexterity. An entangled character who attempts to cast a spell must
make a concentration check (DC 15 + spell level) or lose the spell.

Dazzling Display (Combat) (Intim +11 +12) Freeman Mercenaries
Your skill with your favored weapon can frighten enemies.
Benefit: While wielding the weapon in which you have Weapon Focus, you can perform a bewildering show of prowess
as a full-round action. Make an Intimidate check to demoralize all foes within 30 feet who can see your display.



Bleeding Attack* (Ex): (+3 +5) Sczarni Enforcers

A rogue with this ability can cause living opponents to bleed by hitting them with a sneak attack. This attack causes the
target to take 1 additional point of damage each round for each die of the rogue’s sneak attack (e.g., 4d6 equals 4 points of bleed).
Bleeding creatures take that amount of damage every round at the start of each of their turns. The bleeding can be stopped by a DC
15 Heal check or the application of any effect that heals hit point damage. Bleeding damage from this ability does not stack with itself.
Bleeding damage bypasses any damage reduction the creature might possess.

Slow Reactions* (Ex): Sczarni Enforcers
Opponents damaged by the rogue’s sneak attack can’t make attacks of opportunity for 1 round.

Nimble Moves Sczarni Enforcers

You can move across a single obstacle with ease.

Benefit: Whenever you move, you may move through 5 feet of difficult terrain each round as if it were normal terrain. This
feat allows you to take a 5-foot step into difficult terrain.

Quick Draw (Combat) Sczarni Enforcers

You can draw weapons faster than most.

Benefit: You can draw a weapon as a free action instead of as a move action. You can draw a hidden weapon (see the
Sleight of Hand skill) as a move action.

A character who has selected this feat may throw weapons at his full normal rate of attacks (much like a character with a
bow).

Alchemical items, potions, scrolls, and wands cannot be drawn quickly using this feat.

Normal: Without this feat, you may draw a weapon as a move action, or (if your base attack bonus is +1 or higher) as a
free action as part of movement. Without this feat, you can draw a hidden weapon as a standard action.

Step Up (Combat) Sczarni Enforcers

You can close the distance when a foe tries to move away.

Benefit: Whenever an adjacent foe attempts to take a 5-foot step away from you, you may also make a 5-foot step as an
immediate action so long as you end up adjacent to the foe that triggered this ability. If you take this step, you cannot take a 5-foot
step during your next turn. If you take an action to move during your next turn, subtract 5 feet from your total movement.

Cleave (Combat) Imelda Gael

You can strike two adjacent foes with a single swing.

Benefit: As a standard action, you can make a single attack at your full base attack bonus against a foe within reach. If
you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is
adjacent to the first and also within reach. You can only make one additional attack per round with this feat. When you use this feat,
you take a —2 penalty to your Armor Class until your next turn.

Great Cleave (Combat) Imelda Gael

You can strike many adjacent foes with a single blow.

Benefit: As a standard action, you can make a single attack at your full base attack bonus against a foe within reach. If
you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is
adjacent to the previous foe and also within reach. If you hit, you can continue to make attacks against foes adjacent to the previous
foe, so long as they are within your reach. You cannot attack an individual foe more than once during this attack action. When you
use this feat, you take a —2 penalty to your Armor Class until your next turn.

Step Up (Combat) Imelda Gael
You can close the distance when a foe tries to move away.
Benefit: Whenever an adjacent foe attempts to take a 5-foot step away from you, you may also make a 5-foot step as an
immediate action so long as you end up adjacent to the foe that triggered this ability. If you take this step, you cannot take a 5-foot
step during your next turn. If you take an action to move during your next turn, subtract 5 feet from your total movement.

Concussive bomb* Imelda Gael

When the alchemist creates a bomb, he can choose to have it inflict sonic damage. Concussive bombs deal 1d4 points of
sonic damage, plus 1d4 points of sonic damage for every odd-numbered level, instead of 1d6. Creatures that take a direct hit from a
concussive bomb are deafened for 1 minute unless they succeed at a Fortitude save. An alchemist must be at least 6th level before
selecting this discovery.

Explosive bomb* Imelda Gael

The alchemist’'s bombs now have a splash radius of 10 feet rather than 5 feet. Creatures that take a direct hit from an
explosive bomb catch fire, taking 1d6 points of fire damage each round until the fire is extinguished. Extinguishing the f lames is a full-
round
action that requires a Reflex save. Rolling on the ground provides the target with a +2 to the save. Dousing the target with at least 2
gallons of water automatically extinguishes the f lames.

Shock bomb* Imelda Gael
When the alchemist creates a bomb, he can choose to have it inflict electricity damage. Creatures that take a direct hit
from a shock bomb are dazzled for 1d4 rounds.

Swift Alchemy (Ex): Imelda Gae
At 3rd level, an alchemist can create alchemical items with astounding speed. It takes an alchemist half the normal
amount of time to create alchemical items, and he can apply poison to a weapon as a move action.

Swift Poisoning (Ex): Imelda Gae
At 6th level, an alchemist can apply a dose of poison to a weapon as a swift action.

Command Undead Orphyro Ferenc

Using foul powers of necromancy, you can command undead creatures, making them into your servants.

Benefit: As a standard action, you can use one of your uses of channel negative energy to enslave undead within 30 feet.
Undead receive a Will save to negate the effect. The DC for this Will save is equal to 10 + 1/2 your cleric level + your Charisma
modifier. Undead that fail their saves fall under your control, obeying your commands to the best of their ability, as if under the effects
of control undead. Intelligent undead receive a new saving throw each day to resist your command. You can control any number of
undead, so long as their total Hit Dice do not exceed your cleric level. If you use channel energy in this way, it has no other effect (it
does not heal or harm nearby creatures). If an undead creature is under the control of another creature, you must make an opposed
Charisma check whenever your orders conflict.



